Technological innovations in digital communication technologies offer possibilities for new forms of participation and storytelling in theatre. Wildworks Theatre Company creates work that is discovered and devised with partners, artists and community participants in response to specific cultural and geographical locations. The work includes people in roles that can mirror their everyday real life roles inside the performance world. This paper considers findings and interaction methods of research the company pursued with researchers Myers and Watkins. to explore how transmedial methods may extend the reach of story-worlds it creates. The research considered how these methods might help build stronger relationships with communities and enhance experiences of the work for both participants and audience members.
Introduction
WildWorks pursued a continuing interest in the possibilities that changes in digital technologies afford with researchers Myers and Watkins through a series of practical experiments using social media as part of and following on from its theatre performance of " 100: The Day Our
World Changed " (2014) . This exploration developed from the company's desire to extend the reach of the worlds and social networks it creates to build stronger relationships and experiences for participants and audience members alike. This paper considers the findings of those experiments, interaction methods used, and how they developed WildWorks' thinking in relation to social media by moving beyond marketing to consider alternative ways to create, document and develop long-lasting "impact echoes" of its work with audiences ( Brown and Ratzin 2011) .
Research Focus: Introducing WildWorks
Each Wildworks performance is 'discovered' and devised in a specific context through strong relationships with partners, artists and community participants developed over time. These often include real people in roles that mirror their real life roles inside the performance world, its narrative and its dramaturgy -welders, farmers, security officers. with social media engaged with the event through three experiments corresponding to the three stages involved in the "arc of engagement" referred to previously: participant documentation, heralding, and archive annotation. The digital presence of these experiments did not directly interact with the live event as it was happening, but led up to and followed the event. They invited participants and audiences to engage with narratives introduced in the build up to and devising of the performance and to contribute to reflection on and documentation of the event.
Research Experiments

A. Participant documentation
Participants were invited to use Twitter to document their working processes in an effort to 
B. Heralding
As a way of introducing the 100 , a novel framework was developed through a series of 
C. Archive Annotation
Conclusions
While contribution to these digital experiments did not attract the same numbers as a WildWorks performance audience or participants, they led WildWorks to some useful discoveries about working with social media. As Mitchell commented, 'the discussions around the activity and possibilities really helped our thinking about how we can exploit more fully opportunities to play out our narrative across new platforms…. We now think about platforms and ways of creating and augmenting narrative worlds' (Mitchell 2015: unpaginated) .
Globally, experiments undertaken shifted WildWorks understanding about the potential of social media as a creative tool for engaging audiences actively in the creation of storyworlds in its site-specific work. The novel heralding experiment had the most impact not only in terms of helping dramaturgical conceptualisation and devising of performances , but also by providing an opportunity for public engagement with the process of making the work. The process of creating the heralding campaign changed WildWorks thinking about the role of the motorcyclist in the performance, becoming a narrative thread throughout, from his first appearance to guiding the crowd from one scene to the next. Not only was he a constant siren that linked deeply personal moments that played out in front of the audience, but he also became the key image for all publicity including posters, flyers and online content (Figure3). This simple and highly effective mechanism would not have been revealed if
WildWorks had not made good use of Twitter. The use of such Twitter heralding was considered an invaluable method of sharing information and research that informed artistic and design decisions during the creative process. Despite the limited amount of material gathered from participants during and after the devising process, both through the Twitter and email campaigns, exploring archive annotation further using different methods is needed, for example by setting up documentation methods in the form of reflective diaries or blogs. To be successful, however, such methods must be considered at the onset of the creative work as part of discussions with partners and commissioners.
While social media offers new forms of creativity, digital platforms for enhancing immersive experience of storyworlds and new ways of connecting with audiences, it requires creative organisations to experiment with the nature of the medium in the same way that they experiment with forms of theatre. Considering new conventions and expectations of audiences is paramount as they adopt these media into their everyday lives.
